Appendix A 
Wireless (e.g„ IR) Remote Controller Operations 



Turn switch to "ON" 






L.E.O. itgf 
waiting 


t turns on 
for input 




ccntinuaHy 
check for input 
tor 5 minutes 

rf no input 
detected-,- 

POWEROFF 



YES 



Directional UP button 



Directional DOWN button 



Oirectionaf LEFT button 



Directional RIGHT button 



PUNCH Button 



FIRE tngger 



PUNCH Button 



send appropriate signal to robot 

{Thr robot determines how to react to 
the signal it receives from the contnstler 
based on what level speed/agility cards 
have t>een "swiped "mto rfs memory. 

For example: 

Level 1 ) Mobiltty-Changes motor dnves, 
now straight reverse and forward 
turning F^wer turning motor to a high 
power so the turns are at a very wide 
arc. 

Level 2.) Speed- Increases speed of 

motor up from 1/2 power to 3/4 power 

with an level 1 attritxites. 
Level 3.) Mobility-Reverse turning and 
^ forward turning, onfy power turning 

motor 1\2 power to achieve a tighter 

turning arc. 
Level 4.) Speed- Increases speed to 

almost full power with all level 3 

attributes. 

Level 5.) Mobility and Speed-Take motor 
to its fullest power witfi forward and 
reverse turning in its tightest turning 
arc, and stationary turning t)y spinning 
the motors in opposite direcitions. 
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Amusement Device Operation/Interaction 



insert Sattenes 
or 

STARTUP 



Card Swipe and Setup (prefequisrte for battUng gamepfay) 
fobot can addilionaiiy be steered and dnven without setup 
but W7(l not gain experience pwnts of do any fighting it wiil 
befiave iiKe a remote control car 



play sound of 
"Power up, please 
swipe trainer levef 
card" 



warting for card swipe 




check for input 
for 5 full minutes 

ff no input 
delected., 
play souTxi "robot 
shutting down now" 

GO TO SLEEP 



Satup for the game 
requires specificafiy 
aithis point that a 
tiainer card is 
swiped. First card 
swiped MUST be a 
trainer card... all 
other cards are 
ignored untjl a trainer 
card IS svriped,..then 
other cards may t>e 
swped... 



After successful 
trainer card swiped, 
tjegin swiping of 3 

defense or attack 
cards 

(note, at any point 
dunng this process. 

taunt canjs may 

additionally be 
swiped) 



addftional 
card swipes 
for a total of 

three (3) 



(continued on page 2) 
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IR ATTACK CARD 



IR DEFENSE CARD 



PHYSICAL ATTACK 
CARD 



SPEED/AGiLITY 
CARD 



— UFE CARD 



TAUNT CARD 



IR. Attack Cards: 5 levels for each Bot'. All levels are the same for all Bots'. 
Levet 1.) One quick shot- one point of damage. (Gun Sound Example) 
Level 2.) 3 rapid shots- varies 1 to 2 points of damage. 
Level 3.) 5 Rapid shots- vanes 1 to 3 points of damage. 
Level 4.) One long shot- varies 1 to 4 points of damage. 
Level 5,) One very tong shot- varies 1 to 5 points of damage 



Physical IR, Defense Cards: 5 levels for each Sot Alt 5 levels are the same for each 
Bot' The IR. receiver has an Iris over top of it The higher the level of defense the 
more the Ins closes- 
Level 1 .) Ctoses Iris tens a bit. 
Level 2.) Ctoses Iris lens more- 
Level 3 ) Ctoses Iris lens even more 
Level 4,) Ctoses iris lens a tot. 

Level 5.) Ctoses Iris lens as much as possible leavtng a smalt hole. 
NOTE* There wiU be a reset swtch that the Bot' can hit to open the Ins up dunng battle 
A Disable Shields Button if you will 



Physical Attack Canis: 5 levels for each Bot' All 5 levels are the same for each Bot' 

Level 1 -) Single swing (each time the button is pressed ) 

Level 2.) Double swing 

Level 3 ) Triple swing 

Level 4 ) Quadruple swing 

Levet 5.) Flails for sometime 
NOTE* Just like the IR. attack, there needs to be a watting penod between each attack 
so the user cannot make level 1 act like level 2-5 



Speed Cards. 5 levels for each Bof All 5 levels are the same for all Bets'. ^Motors are 
at 1/2 power. With no speed card in the Bor goes fon^rd and an arcing turn in reverse. 
There are 2 motors driving frie Bof. 

Level 1.) Mobility-Changes motor drives, now straight reverse and fonwanj turning 
Power turning motor to a high power so ttie turns are at a very wide arc. 

Level 2.) Speed-Increases speed of motor up from 1/2 power to 3/4 power with all 
level 1 attributes. 

Level 3.) Mobility-Reverse turning and forward turning, only power turning motor 1\2 

power to achieve a tighter turning arc. 
Level 4.) Speed-Jncreases speed to almost full power with all level 3 attributes. 
Level 54 Mobility and Speed-Take motor to its fullest power with fon^vard and reverse 

turning in its tightest turning arc, and stattonary turning by spinning the 

motors in opposite directions. 



Life CaKte: 5 levels for each Bof. Afi 5 levels are the same for all Bots'.NOTE" All Bots' 
start the game with 5 life points. Life cards only increase life points after 5. 

Level 1 .) Gives 1 extra life point (Now at 6 points) 

Level 2.) Gives 2 e)rtra fife points. (Now at 7 points) 

Level 3.) Gives 3 extra life points, (Now at 8 points) 

Level 4.) Gives 4 extra life points. (Now at 9 points) 
* Level S.) Gives 5 extra life points. (Now at 10 points) 



Taunt Cards: 3 canjs for each Bot*. Taunts are pre-programmed sa^ngs ttiat the Bote' 
say dunng battle. Example. When JasonBof takes an IR. hrt he says'Bite Me". But if 
you swipe a different swipe card then the next time he says"!1! Get You". Taunt cards 
can be swiped after all combat cards have been entered but only one Taunt at a time. 
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